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2 Great New Game Paks, to be used with the unique Control Mat! 


Stadium Events. 









Exercise in Track & Field, 
Takes you to the stadium, where you can 
compete with your fiends in a number of 
exciting track and field events! 


J| Aerobics 


Imagine that your room is an aerobics class 
where you can select a course that suits 
you. Follow the coachs instructions and 
have fun geting into shape! 





INSTRUCTION BOOKLET 





Distributed by Bandai America, Inc. Allendale, NJ 07401 
Printed in Japan 











This game is licensed by 
Nintendo for, play on the 





ENTERTAINMENT s'sTEem. 


Pease read the Instruction Booklet carefully to ensure proper handing of 
your new game, Save the Booklet or Iure relernce. 


Family Fun Fitness is a game that you control by using 
your entire body on the Control Mat. One of many 
forthcoming games from Bandai that test your athletic 
abilities, Athletic World requires the use of the @ side 
on your Control Mat. The other soon-to-be-avallable. 
software Game Paks will require the use of the @ side 
on your Control Mat. 





Family Fun Finess and Athiatie Word are 
trademarks of Banda America, Inc. 
© 1987 Bandai America, Inc. 


Bandai is a registered trademark of Bandai America, Ine 





Nintendo and Nintendo Entertainment System are vader 
Nintendo of America inc. 





ATHLETIC WORLD MAP- 

2 CONTROL MAT 
' Description of pads on the Control Mat... ? 
How t connect the Control Mat 1o your Nintendo Entertainment 


of pads on Control Mt- 
CONTROLLER | 


‘© Wo advise you to do warm-up exercises before you start to play the 
Athe World Games. 

© Select an area to play where you wil not be a nuisance o, orin the way 
of other people. 

‘Please remove yout shoes before you start to play. 

© We recommend that you do not use the Control Mat in the sun, nor 
poston it on a soft thickly padded carpet or soft surface, since the reac- 
‘on to your movements could be delayed. 

© When the Control Mat is slippery, use tape to fasten it to the surfaca. 

© People who have a history of heart problems should not play 

© Pease do not stick any sharp objects into the Control Mat since this could 
destroy the mechanism inside the Control Mat. 





1. ATHLETIC WORLD MAP 











CONTROL MAT 














from Banda 


For the Athletic Word Game, use the @ side of the Control Mat The @ 
‘Side ofthe Control Mat is to be used with the forthcoming Game Paks 











NAMES OF PARTS 


crouch NINTENDO 
PAGS C ENTERTAINMENT 
ADS SYSTEM 


[x 



































BACKWARD PADS 





HOW TO CONNECT THE CONTROL MAT TO YOUR 

NINTENDO ENTERTAINMENT SYSTEM 

"Io adus th television screen when connecting the Nintendo Entertainment 

System to your television, carefully read the Nintendo Entertainment 

System and television instructions. 

1. Turn the Nintendo Entertainment 
‘System Power Switch to OFF 
Plug the Nintendo Entertainment 
System Controller Connector into 
he No. socket on the front of t 
the Nintendo Entertainment System. * 

2. Pug the Control Mat Connector into 
"he No. 2 socket on the front ol the 

Nintendo Entertainment System. 

























3. Insert the Game Pak into the Nintendo 
Entertainment System. Open up the 
Control Mat completely then turn 
on the Power Switch on the Nintendo 
Entertainment System. 

















fold the Control Mat. 


HOW TO FOLD THE CONTROL MAT 


Ate avin fd te Conta Mat as 
Shown in he drawing, nd ef eng li 
Arons inde tte recto n wich 1o > 


=- 

















HOW TO USE THE PADS ON THE CONTROL MAT 


( FORWARD PADS. 
T you walk or run in place 
on these pads, the runner 
moves forward 








© BACKWARD PADS 
TL you walk or run in paca. 
‘on these pads, the runner 
moves backward. 








3 RIGHT PAD 
‘tgp tothe right red pad 

‘with your laft foot and right 
foot on this pad, when you 
Want the runner to move to 
"ho right side ofthe course 





1 you hop on one leg on this 
pad, the runner will op on 
the right side of the course 
and move forward. 





M you walk oc run on the right 
Ted pad and this pad, the 
runner moves forward on 
the right side ot the course. 














© LEFT PAD 
Step to the left red pad 
with your right foot and lett 
foot on this pad, when you 
want the runner o move to 
"he let side of the cours, 








you hop on one leg on this 
fad, the runner wil hop on 
the left side of the course 
and move forward. 





? you walk or run on the lft 
Ted pad and this pad, the 
Tuner moves forward on the 
Jet side cf he cours, 








H you step rom the LEFT pad to the RIGHT pad, or vce versa, without 
stepping on the FORWARD pads, the runner wil not be able to movo to 
the fett nor to the right. You must fist step on the FORWARD pads. 

5 CROUCH PADS 

With both feet on the 


we 
TRA LEFT orn 
ws ege 
e 








pad positions if you press 
the CROUCH pads with both 
hands, the runner wil. 

‘crouch down, — 


JUMPING 


Du > Hate te 
SaS also jump in the position that he is in. 


"After you have started to pay the game, 


if the pads on the Control Mat are not 
pressed, the runner will jump. You may 
need to practice how to press the pads 


on the Control Mat corectly. 




















_3. NAMES OF THE NIN 
 ENTERTAINM ENT SYSTEM 
RTS AND OPERATIN 














* button. ‘START button 
SELECT button 


SELECT bution Use this button to select either tho Training, 
Beginner, or Expert Course. You may have to input 
your name, age, sex, and dale after you have 
Input your selected course. 


START button Press this button to begin the game. 

+ bution Use this button to input individual intormation. 

@ button. Use this button to move the blinking cursor to the 
right on the sereen. 

@ button. Use this button to move the blinking cursor to the 
Jett on the screen, 

PAUSE button TL you wish to stop or interrupt play in the mid- 


die of the game, press the START button. The 
PAUSE tone wil sound and the game wil stop. 
Press the START bution again when you wish to 
continue playing. The game wil continue rom 
where you left oft 


“At the Certificate screen, the PAUSE function works automatically If you 
press any button on the controle it wil release the PAUSE function, 
and wil automatically move to the next screen. 








‘Choose one of the courses listed on the screen by pressing the SELECT 
bation. Then press the START bution. 


COURSE SELECTION SCREEN. FIELD SELECTION SCREEN 





TRAINING COURSE 
You can train for any onec he five fields. Choose the field you wish 1o 
tran or by pressing tho SELECT button, and hen the START bution. 
BEGINNER COURS! 
Tis course continously covers the frt feld through th fth id. When 
the time it for he spec dis over t wil automatically move to 

the next feid. 

EXPERT COURSE 

Uni the me ft for he game is ove the play 
vl continuously oye through fieids one through 
five. Each activity is one round In the Expert 
Course, obstacles such as fish, fos, etc. wil 
appeat Starting with the second round, the 
distance to the goal becomes longer and night 
Scenes wil appeat 

TIME OVER 

When e turte, tthe bottom o te screen, reaches ERI 

the goal during thé pay time is over E * c 
“TIME UMIL-The time limit cf cach course changes 

according othe age and sex information put Ri 

















5. INPUT OF NAME, AGE, SEX, AND DATE 


6. WARM-UP AND TIME LIMIT 





When you start the Beginner or Expert Course, the REGISTRATION Screen 
wil appear. 





ARROW CURSOR 


BLINKING CURSOR 


BLANK MARK 


* Use the + button to position the arrow cursar to the appropriate listing. 
Thon press the SELECT bution. 





NAME |=| ace |=| sex |-»| oare 


























' The writing positon (blinking cursor) can be moved to the left by using 
the @ button, or to the right by using the @ button. 

* When you want to corect a listing, bring the blinking cursor to where 
the error is by using @ button or @ button. Then corect the listing 
‘Use the BLANK MARK to erase unnecessary letters. Move the BLINKING 

CURSOR, by using @) button or G) button to the letter(s) ou want 
"o erase. Point the ARROW CURSOR to the BLANK MARK and press tne 
SELECT button, The letter(s) you want to erase will disappear 


“H you choose not to input or register your ape and sex, the game will begin 
ata level suitable for a 10-year old boy 


10 


'* Do some warm-up exercises such as leg stretches, touching your toes, 
and jumping, before starting the game. Select a course by using the 
Controlle, and then ste on the FORWARD pads, (START pads) on the 
Control Mat and the game wil start. 





X ABOUT THE TIME LMT 
‘© By inputting your age and sex, the time limit will change according 10 
the Bandai Athietic World standards. 


n" 








7. HOW TO PLAY 1. HURDLES 

















* Test your ability to run and jump by do- 
ing continuous jumping over the hurdles. € 
Run on the FORWARD pads, then jump. 
when the runner reaches the hurdles. 
Timing is very important in tis fe. 


| EXPERT COURSE uy -o ymy 
dp E Conse aos 
appears and serves as an B5. Mis 
obstacle that shoud be ay 
PLUIE s 


course by moving to the 
Jet or to the right. 








ndi: 
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2. ANIMAL TRAIL 





EXPERT COURSE 


‘agility Run, sprint, and dash at times, in During the Expert Cours, the. 
order to avoid the wid boar that appears VE Dt MAE ca ie 
‘om the back, You have to move to the kost aas. 

eft or to the right so that the runner wil 

avoid the boar 







* ADVICE 
‘An important point o remem- 
ber in order to complete this 
course is not to sep out of 
the pads on the Control Mat. 
And, don panic! f you dash 
0r sprint, some boars cannot 
Teach you. You wil be able 
^o outrun some boars, 





a 
woe 
"v G 
I 
ees 














EXPERT COURSE 
Bats tly overhead in the 
Expert Course. You can 
‘crouch on the Contr Mat 
by using the CROUCH 
pads, unt tho bat fles 
wer the runner 






Your stamina or endurance pays a very 
Important rl in this game. Without stamina 
you wil not bo able to compete this feid. 
When the runner has to go up the stoep 
incine, you have to run even faster, oF 
tse he runner wont be abe to go up the 
incline, and he wil slide down. 













* ADVICE 
Think of he total length oí 
"he course and pace yours 
accordingly When the runner 
oes up the incline, you 
should run at a consistont 
pace 

You should practice atthe 
Training Course. This is one 
way ol making this folg easier 
When the runner talls or slides 
down the incline, go back- 
wards by using the BACK- 
WARD pads, then run again. 





"hn this fld, you will not be able to move 
to the lett or to he right. Also, you wil 
not be able to jump. 











EXPERT COURSE 


Fs yp oe Cet na 
Course. Sometimes the 

"rog wil jump at the runner 

At other times, the og will MB 


separate om ne dock 
an the une has amp 
FROG across the water so you 


have to jump. 


This fii tests your flexibility. On the dock, 
you run using both legs. On the logs, which 
appear on the left or on the right, you have. 
to use the LEFT or RIGHT hop pad so that 
"he runner can cross the logs by hopping 
on one leg. 


* ADVICE 
Be careful not to Jet the runner 
et fo closa to the trog. Its 
Detter to wait unti the frog 
jumps over the runner 


“When on top of the log, the. 
runner cannot crouch. 








ys ra 
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Concentration is extremely important in 


ico 
DT GC 


the high logs. Avoid the rocks that appear 
in the water by moving to the lett or to the 
right, and then jump to the goal 











"in this field, even if you 
stand on the FORWARD or 
the BACKWARD pads, the 
runner cannot move forward 
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EXPERT COURSE 


Fish jump out of he water 


during the Expert Course. 
You must crouch so tht 
the runner wil not get hit 

hy ie fsh. 











* ADVICE 


„Judge quickly fits a high or 
low log. This field wil be easy 
for you f you remember the 
areas in which the logs or 
obstacles appeared during the 
TRAINING Course. 


NOTE When the runner wants 
to avoid the rocks that appear 
in the water on the left or on 
"he right, mako sure that you 
step on the FORWARD pads 
before stepping on the LEFT 
pad or the RIGHT pad, 


6. EVALUATION AND CERTIFICATE 





The Evaluation and Certificate Screen wil appear when you have corm- 
pleted the five fields in ether he Beginner or Expert Cours. 
“The Evaluation and Crate Screen wil not appear when you have 
completed the Training Course. As if you have not completed all five 
felós in the Beginner or Expert Course, the Evaluation and Cerificate 
Screen wil not appear 
pose 











+ en you have reached e goal in each o he fve 
Teias, mony wl appear wih youe seca. D 
Tre score card vt snow ow tast you hae cet 3 26 LOO 
tho win me tme it geere gael he > eg 
tne i 

+ Your TOTAL SCORE cct by aig be TE 
SCORE anne AMLEN ABLITY FACTOR SCORE 
Apel ce 8 100. To oan ah ce you SO 
have ach goai qc whe as aman "> 
d mistakes, 


5 LISTINGS OF ATHLETIC ABILITY FACTORS 
After you have completed each of the five fields, you wil be given a score. 
or each of fve specific athletic ability factors: ality, endurance reflexivity. 
"iexibily, or concentration. In addition to the one specific athletic abity 
measured in that particular field, you wil aso be judged for the other f 
athletic abity factors, 












num 


ATHLETIC TOTAL  * Degree: 10-step grading or 
ABILITY SCORE evaluation. 


FACTOR ‘©The Cerificate Screen will not 
| appear after you have taken 
the Training Course, nor it your 

total score is zero. 
a Your Total Score is calculated by 
subtracting your score from 100. 
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CERTIFICATE 


Mie te Cortes 
E Aaa Raratan 
rata PSE Pes UE i 
Pa re 
Coe o moe te Savers 
Per cubil 














BEGINNER COURSE EXPERT COURSE 





1st Degree 91-100 Points | ist Degree 1-5 Fields 10 Rounds 
2nd Degree 81-90 Points | 2nd Degree 1-5 Fields 9 Rounds 
3d Degree 71-80 Points | 3rd Degree 1-5 Fields 8 Rounds 
th Degree 61-70 Points | 4th Degree 1-5 Fields 7 Rounds 
Sth Degree 51-60 Points | Sth Degree 1-5 Fields 6 Rounds 
Gh Degree 41-50 Points | 6th Degree 1-5 Fields 5 Rounds 
7th Degree 31-40 Points | 7th Degree 1-5 Fields 4 Rounds 
Bh Degree 21-30 Points | Sh Degree 1-5 Fields 3 Rounds 
Sth Degree 11-20 Points | 9t Degree 1-5 Fields 2 Rounds 
10 Degree 1-10 Points | 101 Degree 1-5 Fields 1 Round 
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8. PRECAUTIONS 





' Remove shoes before stepping on the Control Mat. 

© Aways tur off the power supply when inserting or removing the Game 
Pak, or the Control Mat. 

‘This is a high precision game. It should not be stored in paces that 
are very hot or very cad. Never hit or drop i. Do rol take it apart. 

* Do not play withthe device in puddles, sandboxes, on dirt, or in mud. 

‘at touch the terminals nor wet them with water 

© Do not play withthe game near sources of heat or ther places where. 
something potently dangerous might occur. 

‘= When unplugging the Connector from the Nintendo Entertainment System, 
always hold the Connector sel, not the cord. 

© When cleaning the device, wipe using a soft cloth dampened with water. 
‘Containing a mid detergent Do not apply thinners, benzene or any other 
volte petroleum or alcohol distilates. 

© When the Control Mat is charged with static electrici: connecting it to 
"he Nintendo Entertainment System may result in the breakdown of 
"he Nintendo Entertainment System. Do not stand on the Control Mat 
batoro connecting it. 

© We recommend that you do not use the Control Mat in the sn, nor 
position it on a soft thickly padded carpat or soft surface, since the 
reaction to your movements could be delayed. 

* Pease do no stick any sharp objects into the Control Mat since this 
‘ould destroy the mechanism inside the Control Mat. 

© When the Control Mat is slippery; use tape t fasten it to the surface. 
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90-DAY LIMITED WARRANTY 
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